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Real-time Ray Tracing for Head-mounted Displays
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> =i: Y. Kim, Y. Ko, and I. Ihm, "Selective Foveated Ray Tracing for Head-
Mounted Displays," 2021 IEEE International Symposium on Mixed and
Augmented Reality (ISMAR), pp. 413-421, Bari, Italy, October 2021.

> 1tH|: 1. Ihm (PI), Research on Immersive Extended-Reality Technologies
Supporting Cooperation between Users from Different Realities, National
Research Foundation of Korea, 2020/3/1 - 2024/2/29.
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(a) Example 1 (b) Ours (c) Selective [8] (d) Example 2 (e) Ours (f) Selective [8]
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Real-time Ray Tracing on Mobile Platform
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> tH|: 1. Ihm (PI), Adaptive Sampling for Ray Tracing in Resource-limited Mobile
Graphic Environments, Samsung Electronics, 2024/4/1 - 2025/3/31.
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Real-time Stereoscopic Rendering of Immersive Video
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> =: Y. Kim, J. Yun, J. Yun, S. Kwak, |. Ihm, “Ray Tracing-based Construction of
3D Background Model for Real-time Stereoscopic Rendering of Live Immersive
Video,” Virtual Reality, Vol. 28, Article No. 17, January 2024.

> 1tH|: 1. Ihm (PI), Research on Immersive Extended-Reality Technologies
Supporting Cooperation between Users from Different Realities, National
Research Foundation of Korea, 2020/3/1 - 2024/2/29.

> AtH: 1. Ihm (PI), Multi-GPU-based Implementation of Optimized Software
Module for Rendering MPEG Immersive Video(MIV), Electronics and
Telecommunications Research Institute (ETRI), 2024/3/18 - 2024/11/30.
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Immersive Cooperative Work between Heterogeneous XR Users
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> =i: ). An, G. Choi, W. Chun, Y. Joo, S. Park, I. Ihm, "Accurate and Stable
Alignment of Virtual and Real Spaces Using Consumer-Grade Trackers," Virtual
Reality, Vol. 26, Issue 1, pp. 125-141, March 2022.

> =i: ). An, J. Lee, S. Park, I. Ihm, "Integrating Heterogeneous VR Systems into
Physical Space for Collaborative Extended Reality," IEEE Access, Vol. 12, pp.
9848-9859, January 2024.

> A I. Ihm (PI), Research on Immersive Extended-Reality Technologies
Supporting Cooperation between Users from Different Realities, National
Research Foundation of Korea, 2020/3/1 - 2024/2/29.
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